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 “Creativity is as important as literacy”:  Making a film trailer responding to literature 
Anita Jetnikoff and Chrystal Armitage (QUT) 
 
The first part of the title is from Sir Ken Robinson (Robinson, 2009), the esteemed educator and 
champion of creativity in schools. Sometimes in the face of meeting the demands of time, timetabling, 
demanding administration tasks and teaching for high stakes testing accountability, we can find 
ourselves desperate for time to remember that English has always been one of the places in schools 
where creativity can flourish. English is a place for the play of the imagination. English teachers are 
the purveyors of narrative; the keepers and teachers of stories. The new Australian Curriculum: 
English, (Australian Curriculum and Assessment Reporting Authority (ACARA), 2012) asks us to be 
using ICT technologies in creative ways to tell those stories. The curriculum asks students to access 
texts receptively and to then speak about, write and create texts productively. There are so many 
interesting things to do with texts beyond word processing of print based resources. Responding to 
literature through media is always an alternative option to writing or simply speaking about it. In this 
paper my QUT pre-service student Chrystal Armitage describes how she made a mini story via a film 
trailer in response to a short story, ‘Turned’ (Gilman, 1987) in the unit, Literature in Secondary 
Teaching. The production process described here could be located in the synthesising phase of a 
junior secondary unit, since we think that teachers may most want to know the technical aspect of the 
task. 
 
Responding to texts via media production is becoming more realistic as schools become equipped 
with laptops for student use. Laptops and/ or camera and video equipped tablets, make access 
easier, since not all the class has to be working at the one time in a computer lab at school in school 
hours. Recent research I have conducted with beginning teachers, proved that many English classes 
still have restricted access to technologies such as lab spaces in schools, so laptops and tablets may 
provide a partial answer (Jetnikoff, 2011a, 2011b). As Chrystal shows in her media experiment a 
video game platform combined with the standard issue Movie Maker (available on every PC) allowed 
her to create something quite original. 
 
This paper also grows from the premise that both the AC:E v.3 (ACARA, 2012) and the current 
Queensland Senior English Syllabus(Queensland Studies Authority, 2010) categorise films as 
“literary” texts. The choice of a short story as a parent text is easier than a novel.  It is not realistic to 
expect that the multimillion dollar budgets and experienced creative teams that make feature film 
adaptations from novels or plays can be emulated in our secondary classrooms. Yet the short story is 
an accessible form and the narrative form of the short film contains a similar three part structure to 
that of a feature film. Short stories are not often made into films, however, Queensland Secondary 
Film, TV and New Media students have long been making short genre films in schools. This shorter 
task of making a trailer is not treading on that territory. Making a film trailer for a short film requires 
less time and equipment than a whole short film, so this allows something creative and original to be 
made in school. It is also one of the text types recommended by the ACE and indeed there are 
assessment samples of film trailers on the AC:E website, mostly made with still shots. 
 
What stops teachers from experimenting with this sort of task is usually lack of access to and 
knowledge about technology and lack of time both to learn about using it, there is also the fear that 
students may know more than teachers about the technology. Not all students are ‘digital natives’ 
(Prensky, 2007). This term is an overstatement, since there are many young people who are still not 
au fait with the more creative uses of technology. Many might stop at Facebook use, but not be able 
to manipulate more complex creative software technologies such as editing programs (Jetnikoff, 
2011b; O'Mara, 2006). In terms of uptake of technologies by teachers and students for the purposes 
of the creative and productive modes in English classrooms, willingness and openness are both 
important traits to bring to their use. What some students may lack in knowledge, or access, they may 
make up for in fearlessness of technological terrain. If teachers learn some software basics and teach 
those, students will learn these too and then there is little to stop them progressing towards creating 
interesting and challenging, productive summative assessment tasks in the classroom. 
 
 Of course this would appear in a larger unit context and the unit’s teaching and learning experiences 
in the earlier phases could revolve around semiotics, visual grammar, narrative structure, film 
structure. This preparatory work will depend of the level of the class and the prior knowledge they 
bring to it. These will not be covered in this paper as there is an assumption that teachers may be 
familiar with these elements of textual analysis and how they might work in creating new audiovisual 
or multimodal texts. Let’s say this is for a year 10 class, who have prior knowledge and experience of 
some of the above mentioned concepts. Here we will focus on the technical aspects of the film trailer 
task in the final phase of the unit. We could contextualise the summative assessment task as follows: 
 
Text type: Imaginative: a film trailer narrative 
 
CONTEXT: Design and produce a film trailer in the context of an upcoming film festival, such 
as Qld New Filmmakers awards (QNFMA). The film should be based on the narrative 
elements and representations of your choice one of the short stories we have read this 
semester (teachers insert your chosen anthology). 
 
Purpose: To entertain and persuade  
 
Roles and relationships: Students film trailer makerJudges of NMFA and festival film 
viewers 
 
Mode: Multimodal 
 
Chrystal’s experience of making the film trailer 
 
After being introduced to the Windows Movie Maker program by a friend and having selected the 
Movies PC Game for a bit of fun a few years later, the process of merging the two softwares together 
to create a trailer for a literature unit at university was truly exciting; and a great way to combine two 
things that I love the most, creative story telling with eye-catching visuals and music. 
 
The most important part of the trailer’s creative process, for me, was to begin with the text and work 
towards the technology with a plan. Initially, I selected the main plot points from the original short 
story to see which ones would be included in the trailer, and which ones would not. From this I 
selected the dialogue, either directly from the text, or by writing my own, to add another layer of 
meaning to the visuals onscreen. It was through this process that I decided to use the final climax of 
the story at the very end to leave audiences wanting more and get them to the cinema to see the film, 
which is the purpose of the task. The short story Turned (Gilman, 1987), set at the turn of the 20
th
 
century and about a domestic triad, involving an educated woman, and her unfaithful husband and 
servant, lent itself well to this structure because of its rather interesting cliff-hanger ending. Most short 
stories have climaxes and final twists appropriate for this purpose. In the literature class we had 
processed the story in the usual literary way, examining characters, plot, central problem, 
complications, discourses and representations. My responding/ productive task was to determine 
what visual elements were suggested by the story and how these could represent complications or 
‘turning points’.  
 
With the plot points and dialogue chosen, I decided to use on-screen titles for each of the pivotal 
moments to lead the audience through the plot without giving too much away. Each on-screen title 
was accompanied by images and dialogue choices that reflected them. For example, “a love story” 
was followed quickly by clips of the main characters getting married while “an unforgivable sin” was 
followed by short action shots of the husband cheating on his wife, contrasted with their wedding 
scene as the music increased in intensity. 
 
I used jamendo.com for music. It is an online royalty free music site that allows fair-use of its tracks for 
non-commercial purposes across a range of genre filters. I chose an instrumental piece that also 
followed the short story and film trailers structure; a slow build-up to the climax and then a succinct 
ending. 
 
It took me approximately forty minutes to plan for what would appear on screen. This factor would 
vary, depending on the length and complexity of the parent short story.  However, this planning 
process is an important part of design and halves the production time needed to finish the project. 
Without planning I would say it takes about fourteen or so hours including importing music, images, 
dialogue etc. With effective design and planning, which can be done during the enhancing phase of a 
unit, the  production time halves to seven hours, give or take a few depending on your level of ability 
with the user friendly software I will now outline. Whilst this might seem like a lot of time, if one week 
of unit synthesising time was allowed for in labs, this should be enough. 
 
The Movies (PC Game) 
 
The first piece of software that I used was one that I originally bought for entertainment, but its 
educational value has been underestimated. The Movies is a PC Simulation Game released in 2005 
(Lionhead Studios, 2005). The game retails now in some stores for about $8.00. It allows players to 
create and maintain their own film studio and create films that can be exported through digital 
characters, removing the fear of having to physically appear on-camera. Exported files for the 
Windows version of the game are in Windows Media Video (WMV) the Mac version supports 
QuickTime exporting. The final product has the look and feel of an animation.  
 
Upon initial start up of the game you need to hire at least one director and plenty of actors to play their 
roles and then the creative world is completely up to you in ‘sandbox’ mode. With an infinite amount of 
cash and technology you are able to create as many films as you want using the given sets and 
scenes. It is a whole lot of fun and very easy to understand and work with. It doesn’t take very long to 
master the basic concepts and each copy of the game gives you a step by step tutorial guide with 
demonstration videos so you are never too far away from guidance. Below are some very basic steps 
to making a new movie with the software. 
 
Making a new movie 
 
Step 1) Make sure you have hired at least one director and as many actors as you need from those 
waiting outside the casting office block in the games ‘sandbox’ mode (note: use the year 1980 as a 
starting year when starting a new game) .  
 
 
 
 
 
Step 2) Build a Custom Scriptwriting Office 
 
 
 
Step 3) Drag an empty script, from the left,  
to the Advanced Movie Maker 
 
 
 
 
 
 
 
 
 
Step 4) Complete the opening page by typing a title, 
selecting a genre and dragging actors to their roles.  
 
You can also use the coat-hanger icon on the right to 
change their outfits for the film. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Step 7) Select a scene, there are plenty to choose 
from. Using the ‘filters provided’ choose one. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  
 
Step 5) Select the sparkling boxes under ‘Intro’ 
Step 6) Select one of the thirty eight settings 
provided 
Those shown Below are Mr. and Mrs. Marroner from my project. 
 
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Tutorial Button – For guidance about how to use the movie maker tool. 
 
 
The Set – Add props and other items to dress up the set for your scenes. 
 
 
Props – Change the props used in a specific scene 
 
 
Weather and Lighting – Weather options include clear, rain or fog while lighting 
includes day, night and sunrise or sunset. 
 
Backdrops – Select a backdrop for your scene. 
 
Turn On/Off Mannequin Models – Used to turn off wooden models with no actors 
assigned to them. 
 
Slider Options – Directing strategies to change your movie. These include the level 
of action in a scene, where a shot will focus, whether it will zoom out or in, what shot 
type etc. 
 
 
Costume Department – Drag an actor here to give them a new outfit. 
 
 
Bin – Delete a scene, character or object. 
 
Step 8) Once the scene is on the timeline you 
can drag and drop actors from their profile 
pictures on the left into their roles onscreen and 
use any of the side tools on the right to make 
modifications. 
 
 
 
 
 
Step 9) Once the script is written and filmed, drag it to the Post Production building for exporting. 
Once the film loads click on the Export movie button. Select ‘highest quality’ for exporting to avoid 
messy lines and grainy visuals. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
After its exported search for it on your computer by the film’s title and you are now free to import it 
directly into Windows Movie Maker. 
 
 
Windows Movie Maker (Microsoft) 
 
I used Windows Movie Maker 2007 for my trailer which, although an older version, uses a time 
accurate timeline. The first, and most important time saving thing you can do when using the program, 
is keep all of your photos, movie clips and music in one place for easy importing.  
 
 
 
To import any source material you select the ‘Import Media’ icon at the top left and then locate the file 
and highlight all your photos, clips, music etc. and select ‘import’. It will automatically appear in the 
white space to the left of the preview image.  
 
 
 
 
 
 
 
 
 
 
 
 
 
Images and clips from The Movies, once imported, can be dragged into the top row of the timeline for 
editing. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
However, it is not the images or the clips that bring the trailer together, it is the music. When your 
music has been imported it can be dragged to the timeline at the bottom of the screen. It will appear in 
the ‘Audio/Music’ line below any images and clips that you wish to use. Additionally this line can be 
used for specific dialogue if you did not include it in ‘The Movies’ exporting process. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Once you have the music in place you can preview your video and cut down the size of your pictures 
and files so that they appear in the order you want them to and are timed effectively with the music. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
You may also import opening or subtitles to display throughout the movie and even scrolling credits at 
the very end with the programs built in options.  
 
 
Simply select ‘tools’ and then ‘titles and credits’ 
 
 
 
Select any of the four provided options; title at the beginning, title before the selected clip, title on the 
selected clip and credits at the end. Then type the words you want to appear. 
 
 
 
 
 
 
 
 
 
 
You can then customise these frames by selecting the ‘change the title animation’ or ‘change the text 
font and color’ options. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
To publish your movie, select the ‘publish movie’ icon and then the ‘best quality for my computer’ 
option. Usually its default saving space is the desktop but you can easily change this and, when it’s 
finished, you have completed a movie that can be played on any device. 
 
Although it may take some time to get used to the process initially, I guarantee that not a minute is 
wasted. Every part of the creative process is exciting and fun to complete, I never thought that I would 
say that about a university assignment, but I did, and to this day I still get enjoyment from watching 
the faces of people I know when they watch the videos I create.  
 
 
Reflection 
 
As you can see this procedural guide to making a film trailer means that this possibility opens up a 
new way of responding to literature. We do not need to be limited to recreating narrative in print-
based ways. The AC:E provides assessment models of series of still shots on its website, but this 
process is more dynamic than a series of still shots, edited in Photo Story 3 or similar, which is more 
suited to digital storytelling. There are other ways to do this also, without using the additional gaming 
software, by importing clips from you tube and remixing them in Movie Maker, but what impressed me 
about this project was that Chrystal worked to create a much more original piece. Moreover, it is 
widely accepted in media studies that students’ learning about processes and production of film 
through ‘producing’ or using the technologies is more effective than merely teaching the theoretical 
principles of cinematic languages. There is no reason why this principle cannot be applied to English 
classrooms now that the hardware and software components necessary for such creative tasks are 
more readily available to our students. 
 
Resources 
 
The Movies PC Game Advanced Movie Maker Tutorial 
http://www.youtube.com/watch?v=uOmhKS_SPO0 
The Movies PC Game Advanced Post Production Tutorial 
http://www.youtube.com/watch?v=XzzDOL5LQOY 
Windows Movie Maker (2007) (software) Microsoft 
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